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The Chain Gang

	Title or Task: 


	 Title The Chain Gang Game

	Description:
	Environment & Society Economics Game

	Files Required
	Several Boxes of Smarties, several Scissors, A4 coloured paper, Sellotape rolls or small staplers (A Rule (3) – to help rip paper)

	Suitable for Classes:

	 All classes- Economics, Society, Business

	Area:



	Technology & Enterprise

	Teacher: 


	Mr Peter Faulks

	Timeline 


	 2 lessons

	Date Due:


	  

	Task Brief:
	Students form a group as a country that is ether First World, Middle or Third World and start production based on their various resources or lack of them. Over time they will be able to sell their products (paper chains) and increase production. Other resources include small boxes of Smarties used as resources like minerals, gold, oil etc. Sticky tape and scissors.

	Outcomes:
	Students understand the difficulties of production when hampered by lack of resources

1. Gain an insight to the value of resources

2. Work collaboratively to achieve and outcome

3. Gain some understanding of Economic trading
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Items highlighted in yellow are tasks for you to complete
Items in Blue italics are help tips

Game:  

PROCEDURE & Timing:

Lesson 1 (may continue to Lesson 2 or may be used in a double lesson), determined by teacher

Timing

Introduction 
5 minutes

Chain Gang Production
30 minutes  


Double Lesson = (60 minutes)

Reports & Group Discussion
10 minutes

Introduction

Brainstorming – Students to write this down first

· Is the world flat or fair in Economy terms?  

· Is one country richer than another?

· Do Resources alter the ability of countries to compete in a world market?

Procedure:   This lesson

Students form groups of equal numbers 4, 5 or 6 per group (large class can have two of each type of group), they then take turns at throwing two dice and announcing their score.  The highest score will determine the group (1), next highest (2) and last group (3) – Tied score will throw again.

The groups will be asked to form a government, (They may make up a name for their group).

Groups can elect a leader if they wish to which must include:- 

President (King or Queen) = Captain of the team and makes most decisions

(You can leave this open and see which student takes control)
Treasurer,  = Keeps record of sales and returns profit or loss
Marketing & Sales Member  = The only person that may present products to teacher for sale or bargaining.

Auditor (report keeper) = Must hold all resources and advise what is needed. 

The Auditor will also record the dealings of the group and keep a log of actions and reactions. Small groups may have two roles to manage.

Others are workers, army or scroungers.

All student items MUST NOW BE REMOVED – no bags, books or pen cases the groups can ONLY work with the resources provided.

The groups will have 30 (60) minutes to produce their goods, make sales and purchase more paper or resources.

1. Highest score
Resource Rich Group (1 or 2 groups)

20 Sheets of coloured paper, 1 pair of scissors, one roll of sticky tape, one box of "Smarties"

2. Middle Score
Resource Sufficient Group (1 or 2 groups)

20 Sheets of coloured paper, 1 pair of scissors, one box of "Smarties"

3. Lowest Score
Resource Depleted Group (1 or 2 groups)

20 Sheets of coloured paper, one box of "Smarties"

Game starts – clear the desks and hand out resources
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Start the clock…

Groups will make paper chains from A4 coloured paper and offer links of chain for sale (credits) to the entrepreneur (teacher)  

Chains must contain three colours minimum and be at least five links long.

Depending on quality chains they will be sold for approximately five (5) credits each chain or more or less (depending on quality as determined by the Teacher).  Students (Marketing & Sales Member) should feel free to barter and negotiate the best price for their chains.

Credits can purchase the following:

10 Credits = 2 Sheets of coloured paper

20 Credits Box of Smarties

50 Credits = 1 Pr Scissors

100 Credits = Roll of Sellotape  or a Rule

Occasionally "Smarties" will be used as a Resource and the entrepreneur (teacher) will announce that a particularly coloured "Smartie" is worth as a resource (Shortage of world Oil, (Blue), Gold, (Yellow)  Iron, (Orange) Water etc.)   (Did the students eat their resource?)

 The Teacher will determine how many credits for return of certain coloured Smarties 

Outcomes

The students will:

4. Gain an insight to the value of resources

5. Work collaboratively to achieve and outcome

6. Gain some understanding of Economic trading

Conclusion

Students present reports from the Auditors and have an open discussion on how resources impacted of their performance.

Students will tally their credit scores for a final outcome

Report

Each Student presents a report on the Economy and Resources (3 paragraphs or one page), their role and how they managed the game. Their conclusions.

Players Report

Which country were you        1      2      3

In the world order which country do you think you were   (find different countries) select as many as you wish.

Evaluation 

What was your feeling when you were allocated your resources

1 We did well (Feeling on your allocated group)

2 We could have done better (how?)

3 why us? (Did you resent your selection)

Question & Answer period.

Auditors Report for analysis
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